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Gareb makes an amazing new friend. 

ell, the excitement continues this month in Wizard. I’m sure you 



are saying: “It’s about time they put some women on the cover.’ 


• Fueled by popular demand, Art Thibert created “The X-Women.” 
Make sure you check out our special write-ups on the X-Men, and a great 
look at the upcoming “X-Ecutioner’s Song.” According to Fabian Nicieza, 

Valiant continues its dominance in the back-issue department; the 
books are flying off shelves everywhere. Their limited edition books, such 
as red Unity, gold Eternal Warrior, and gold Archer & Armstrong are going 
through the roof. 

We can certainly call August Image Comics Month. With all their new 
titles, Image was actually the #2 publisher for the month. After only a few 
months in the comic publishing business, Image has exploded onto the 
scene and continues to expand its base of creators. 

Marvel bought the Fleer Corporation — what do you think of that? I 
think... well, I won’t tell you what I think, but fans are in for some great 
treats. You’ll probably see some terrific promotions coming from both 
companies. Since the comic book distribution system is so sophisticated 
and efficient, Fleer will hopefully take advantage of it with their sports 
products. 

Can you see the trend here? With all these ground-breaking events, 
everybody benefits, especially the fans — better comics, better products, 
and more fun. Hey, I’m having a good time! 



Gareb S. Shamus 
'The Big Cheese" 
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r from the Edito 


COHIC-SOOK 

wing mew 


in the comic-book business. Today, I’m forced to as! 
some hard questions about the role of the writer. 
The general public, unfortunately, is blissfully 


announces something like, “I write Colossal Guy," is 
likely to be asked, “Can you draw me a picture ofhirr 
for my little boy?" The wr‘ 


artists who also wrote; some of them were among the 
greats—Will Eisner is a prime example. But the 
writer’s contribution to the great collaborative series 

Something has changed. More and more, artists are 

and editors and publishers are responding positively. 
Sometimes, these artist-writers turn out to be true 
gems: Frank Miller, Walt Simonson, Dan Jurgenson, 
John Byrne for example. But lately, it seems that the 
artists who decide to write are getting the nod based 
solely on their popularity, without regard to their writ¬ 
ing ability. The results have been a spate of books with 
fantastic art and no story to speak of: It’s like buying 
portfolio albums of loosely connected pictures. 

But they aren't comics. Comics are primarily story¬ 
telling vehicles. If the stories are negligible, so are the 
final results, no matter how impressive the art. 

My advice t 


nary art; you wouldn’t si 
you? You wouldn’t settle for a r 
with terrific images and no stoi 
(Actually, considering the succi 


■or the opposite, would 


5 of Batman Returns, 


ADD THE DIMENSION 
OF FiCXJVP TO YOUR 

Vfr/ONZ/ 



wsamam offers more 

THAN AN HOUR OF POWER- FILLED 
MUSIC DESIGNED TO ENHANCE 
YOUR FAVORITE HEROICS. 

TO ORDER: SEND JUST # 13.95 
PER CD TO TODAYS EARFORCE 
1650 BROADWAY 5UITE 701 
NEW YORK, NEW YORK 10019 
PRICE INCLUDES 5 
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Shooter leaves Valiant 










OCTOBER 1992 11 




















Rob Liefeld and the Image gang announced that Brigaded 
will include the chance to name the book's letters column 
and win the original art from the cover. The first spin-off 
magazine from the pages of Youngblood- Rob Liefeld's main 
contribution to the Image group - will be sporting some tal¬ 
ent aside from Mr. Liefeld. Marat Michaels, who was Liefeld’s 
assistant from as far back as 1986, will be penciling most of 
the book. This is the same guy who penciled the trading cards 
included in Brigade #1. Rob speaks very highly of this up- and- 
comer, so watch for him. To ink Michaels' work, Image will 
recruit the services of Paul Scott. Another Image rookie and 
Liefeld co-conspirator, he worked with Liefeld on X-Force for 
Marvel. This info and more can be found on the as-yet untitled 
letters page of Brigade. 



DO Gets 
Vertigo 



Sandman, Hellblazer. 
Doom Patrol, Animal Man, 
Swamp Thing, and Shade. 
Vertigo will introduce new 
dark characters from the 
edge of the DC universe, 



logo and will be clearly 
identifiable as a DC title. 
No new projects have 

iting itself to the regular 
comic book format. Aside 
from monthly titles, Ver- 





Marvel to Buy Fleer 

Marvel Comics, the largest publisher of comics in the nation, has 
agreed to purchase the Fleer Corporation, one of the largest trad¬ 
ing card manufacturers. The purchase price was reportedly $28 a 
share, or $265,000,000. The two businesses fit together 
perfectly, as Marvel has steadily moved into the 
trading card business with the series 
of cards produced by Skybox Inter¬ 
national and Comic Images. 

Marvel will now have a more direct 
route into the trading card industry, but 
it remains unclear whether other card 
manufacturers will retain Marvel licenses. 
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special efion 

isunjfoi sale! 

I ■ U I But . . .it can be yours by 
simply sending in the coupon below with 
a donation of at least $5.00 to the U.S. 

Committee for UNICEF. 

Marvel Comics has joined the U.S. 

Committee for UNICEF in announcing 
this very special edition of Spider-Man: 

The Trial of Venom with proceeds 
going directly to the U.S. Committee for UNICEF—the United 
Nations Children’s Fund. 

Already this Spider-Man special edition is hot...and the 
offer is limited. So order now! In fact, order as many copies as 
you wish as long as each order is accompanied by a separate 
coupon* or a facsimile and a donation of at least $5.00. And 
remember... for every donation you make, you’ll be helping 
needy children throughout the world. 



with metallic ink! 

> a whopping fold-out poster! 
» a protective polybag! 


SPIDER-NAN: THE TRIAL OF VENOM SPECIAL OFFER 

jy |~| Please send 



my special edition of Spider-Man. Enclosed is 
my gift in the amount of: 

l~l $5.00 □SIMS □$_ 


Send cash or check/money order payable to: 

U.S. Committee for UNICEF, P.0. Bos 2018, Cape Girardeau, MO 63702-2018 

Conceal cash contributions within a folded piece of paper. Allow 4 to 6 weeks for delivery. 
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Sienkiewicz, scheduling problems, 
and the scaling-back of Mad Love. 
Moore has apparently solved all of 


issues have been completed, Mad 
Love and Tundra will finish the series 
on a regular basis. 


both of which are being serialized in 
Taboo. The first of these is “From 
Hell,” an investigation of the 
Whitechapel murders on which 
Moore is collaborating with Eddie 

story concerns Jack the Ripper and a 
guess at his true identity. Moore has 
based his story on a disputed theory 
by Steven Knight that names three 
different people who conspired to 
murder five London prostitutes who 


family with knowledge of the Duke of 
Clarence’s illegitimate daughter. 
Moore and Campbell have been pro¬ 
ducing each part of the 16-chapter 
story with an eye for the particulars of 


Victorian England, such as the 
dialects and architecture of the time. 

"Lost Girls," an erotic story with full 
color artwork from Melinda Gebbie. 
Moore and Gebbie have crafted a 
unique take on the traditional erotic 
comic by using three familiar literary 
protagonists as the main characters. 
Alice from Through the Looking 
Glass, Dorothy from The Wizard of 
Oz, and Wendy from Peter Pan all 
meet in a hotel in Europe before 
World War I to illustrate Moore and 
Gebbie’s story. The series is presented 
in eight-page chapters in Taboo that 
will eventually be collected. 

Aside from these continuing pro¬ 
jects, Moore has also completed some 

story in Raw with Mark Beyer and A 
Small Killing with Oscar Zarate. 

With Big Numbers, “From Hell," and 
“Lost Girls" underway, Alan Moore 
has many opportunities to show how 
he has progressed from writing main- 

complex and intriguing comic book 



HELP!!! 

Please help me! 1 need to know if 
any of you out there actually read this 

Wizard, 1 scour the letters page to see 
if anybody has anything to say about 
Palmer’s Picks. So far, I’ve been horri¬ 
bly disappointed. If you are reading this 
and aren’t embarrassed about it, send 
your comments/suggestions (and death 
threats) to Wizard and somehow your 
letter will get forwarded to me. I also 

featured (I’m afraid that I might run 
out of ideas pretty soon.) If so, just 
include it in your letter. Thanks! ■ 


Recommended Reeding 


DC- Moore worked on Swamp Thing from issue 20 through 
issue 64. Two books collecting his work have been published by 
DC. Saga of the Swamp Thing contains issues 21 through 27. 
Love and Death contains issues 28 through 34 as well as the sec¬ 
ond annual. Both Watchmen and 



series was collected, colored and continued by Eclipse as Mira- 
cleman (to avoid a lawsuit). Moore wrote the first sixteen issues, 
which have been collected into three books, A Dream of Flying, 
The Red King Syndrome, and Olympus. 

Rom Hell- In collaboration with Eddie Campbell, this novel is 
currently serialized in quarterly editions of Taboo from Spider 
Baby and Tundra. Along with the original story, the collected edi¬ 
tion of From Hell contains Moore's notes and comments. It (as 
well as copies of Taboo) can be obtained from Tundra at 320 
Riverside Dr„ Northampton, MA 01060. 

Lost Girls - The eight page chapters are being serialized in 
color in Taboo, with collected editions to be issued from Tundra 
when enough material has been published. 

Aarghl - This gay rights benefit book was the first publication 
from Moore's Mad Love (Publishing) Ltd. It sold out rather 
quickly and is a little hard to find nowadays. 

Big numbers - The first issue was published by Mad Love in 
August of 1990. Bill Sienkiewicz has completed the third and his 
former assistant Al Columbia is scheduled to finish the twelve- 
issue series. When enough issues are done, Mad Love plans to 
resume publication in association with Tundra. 

Raw- Alan Moore collaborated with Mark Beyer on a short 
color story in the third and latest volume of Raw. Copies may be 
obtained from Catalan Communicabons at 49 East 19th Street, 
New York, NY 10003. 
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Hello again everyone, and wel¬ 
come back to 16 Bit Power, the 
straightaway review place to go. You 
get reviews of games that are out 
now for 16-bit systems. They're rated 
on graphics, fun, sound FX, chal¬ 
lenge, and overall quality, all on the 
Rocco Rating System. Five Roccos 

means it’s a funky 
fungus. (Half 
points start after 
one Rocco.) All 
this from a fellow 
gamer who’ll tell 

] start up your VG- 
system and let’s rock! 

Starting off with a bang (ora solid 
uppercut) is Streetfighter 11, one of 
the new ones for the Super-NES. And 
what a game this is. Capcom, the 
makers, didn’t spare anything in the 
transfer from the arcade to the home 
video game. In fact, if you have a 


screen TV, there’s little difference. 
There are only eight fighters to 
choose from, but this game is so 
much fun you’ll spend hours just 
playing with each. Unfortunately, it 
will take hours just to figure out 
exactly what it is you’re doing. Have 
no fear though, the game's moves 
are such that if you just screw 
around with the controller, you'll get 
results. You can play in either Game 
Start mode or Vs. mode. The Game 
Start mode is against the computer, 
while in the Vs. mode you can play 
against a friend (or an enemy). To 
leam how to do the moves, the 
instructions say to fight on Level 0 in 
fight mode. I suggest picking the Vs. 
mode and just playing by yourself to 
get the hang of it. Once you’ve got a 
few moves under your belt, try the 0 
Level trick. The fighters react differ¬ 
ently in different situations. For 
example, they do different kicks 
depending on whether your oppo¬ 
nent is in close or further away. So 
the Vs. trick is just for beginners. 
Thelooksofthiscartare damn 
The familiar fighters look the 
as they did in the arcade, only 
(Although the machine I 
played on had a gigantic TV screen 
about five feet away from the con¬ 
trol panel.) The graphics run 
smoothly for the most part Game 
play has been preserved too. The 
only difference that jumps out is 


Streetfighter II 
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the choppy background animation. 
It’s poor; really nothing special. The 
sound FX are average, but the voices 
are kinda wimpy, nothing awesome 
like Mike Haggar in Final Fight Yet 
once you start playing you hardly 
notice the backgrounds — they’re 
more for your friends to watch while 
they're waiting to play! And waiting, 
and waiting, and waiting... 

There are zillions of moves, and 
each fighter has its own (but except 
for Ryu and Ken they're pretty much 
the same). The guys at Capcom 
designed a great controller, by the 
way-they didn't waste any buttons. 
(If only someone would make a 
wrestling game like that—hint, 
hint!!!) Since each fighter does differ¬ 
ent moves after you do the same con¬ 
troller action, mastering them all 
could take years! However, if you still 
remember the arcade moves, you're 
set Just getting used to what each 
one does what is a little hard. After 
getting the hang of it, this game is 
seriously addicting. Once I got a feel 
for it, I played it for four hours 
straight. I thought my bladder would 
explode, but I wanted to beat one 
more fighter, just one more...So next 
time you’re got some extra cash and 
you’re lookin' to buy a game, get a 
hold of StreetFighter II — if you can 
find it! 

The second game I got to look at 
was Alisia Dragoon by Sega for the 
Genesis. In spite of the odd name and 
the overused theme, this is a decent 
arcade action game, with a pinch of 
fantasy for good measure. You play 
Alisia, who's out for revenge against 
the Prince Of All Things Evil. 
Impressive name, but we’ve heard it 
before. Your weapon is the Thunder 
Magic, which looks like lightning, 
that can search out your enemies. 
Aside from enemy-seeking lightning, 
you can call on the aid of four differ¬ 
ent monsters to fight by your side. 

A dragon, a giant fire ball, a floating 



lizard with boomerangs on its back 
to attack with, and an eagle-like bird 
with floating energy spheres that it 
can explode to hurt enemies. The 
cart looks nice and has fairly good 
animation, nice backgrounds that 
scroll, and 
easy-to-use 
controls. 

Your modes 
of attack are 


lightning 
does the rest The monsters attack on 
their own, so you don’t have to 
worry. If the monster is getting its 
butt kicked or isn’t doing squat to 
help, you can summon a different 
one. That’s one of the tricks, getting 
to know what each monster can do 
and when it’s most effective to use it 
The animation has a distinct 
Japanese flavor, which is okay, just 
too noticeable. I never cared for that 
kind of art; it all looks alike to me, no 
joke. The bosses are totally forget¬ 
table (I’m having trouble remember¬ 
ing them now!), and are way too easy 
to beat. The racks in general are 
pretty simple, and finding the secret 
goodies strewn about ain’t too hard 
either. With no time limit, you can 
wander all you want Sound FX 
here are debilitating to the game 
—they have no ooooomph! The 
scream Alisia makes when hit is 
just siliy. I don’t know about the 
rest of you folks, but 11 like to get 
into the character in the games I 
play. And if all I get is a squeal¬ 
ing wuss, then that drags the 
game down. Challenging this 
game is easy; I was up to the second 
to last rack after a couple of hours. 
The last two racks took awhile to get 
through. 

All in all, the game is fun, and 


good for 

some straightforward gameplay. It’s 
one of those games where you can 
play it after you finish it, ‘cause ya get 
to go around and kick butt! ■ 
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Storytelling 

It's ,1 bit pretentious of me to sit here and teach storytelling 
j| W to you when there are masters of it out there {Joe Hubert and M 
. Will Eisner, to name two) to whom I would be grateful to learn ' 

f a fraction of what they’ve forgotten. But. that notwithstanding. 

BT*' HI plod ahead and we’ll see what happens... 

On T ^ ,e art or filing a story with pictures must be clear and read- 
M able, you cannot confuse the reader. things must flow smoothly. Panel 
m to panel, page to page, your picture should create a rhythm, slowing J 
•5 down and speeding up the pace of the story to carry the reader along pre- 
i ciseiy as you and the writer intend. The way you pose your characters must 
appear believable, as must the way these char- 
acters interact with each other and their at# 


confuse the reader as to 


who's who (costumes TnP 
don't count) by switch- ral 
/ ing people around the 

panel indiscriminately. Now. to make all this even f 
tougher, you have to find a way to do this which builds 
>n, drama, and mood, and is just plain knockout-exciting! 


That's storytelling- 
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One, Two, and Three-Point Perspective 

Wherever you are sitting or standing, if you could look outwards and see the curve of the earth you would be seeing what is called 
the horizon line, also known as the eye-level line. This is the line to which all one and two-point perspectives you will ever draw must 
flow. (Or almost all; when we cover perspective in more depth, you'll see what I mean.) There could conceivably be one vanishing point 
(the spot to which the perspective lines meet along the horizon line) or thousands of vanishing points in each and every drawing that 
you design. 

Let's say we have a box. If we draw the box so that only the vertical lines are parallel, then we have a two-point perspective. If we 
draw the box so that no lines are parallel, then we have a three-point perspective (notice that the third point, the point that all the ver- 
u i In i . - * n I ii ’ M M I t in ii 1 litu i lui u .1 \ i ' Cl ICE ■ Y< >1 

MUST KNOW PERSPECTIVE TO DRAW COMICS. (I'll go more in depth on this subject in later articles.) 



Jfl „ , : u 

"■ such as proper windows, floor 

is moldings, doors, door handles, 
cars, trucks, light switches. 

list goes on and on. As an example, I've 
fo*\\\ included a section here from page one of 
j] DC’s Eclipso: The Darkness Within. All the 

details necessary are there: the belt and 
pouches, socks, machete, canteen, broken 
trees and logs, little animals, fungus, vines, 
) sweat, etc. — it creates a very clear picture 
(inset inked by Randy Elliot). 


A very important (and often 
overlooked) element is detail. By 
“detail" I don't mean a lot of noodly 




Proportion 

Proportion, as always, deals with the way two or 
more objects (or parts of objects) relate to one 
another in size and position. Note the drawings to 
the left... see how in the second drawing the soda 
can seems to be much too big for the hand, but in 

it makes my point. If you find you have trouble 
drawing things to their proper scale, don’t hesitate 
to find the object to see just how small or large it 

Dad’s; always check things out make a point of see¬ 
ing how things relate to other things. 
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Welcome back to our newly expanded Hol¬ 
lywood Heroes column! Each month, I’ll be 
here, keeping you up-to-date on the hottest 
TV and film news, as it relates to the world of 
comics, science fiction, horror, and anima¬ 
tion! You’ll get lots of news here before it’s 
printed anywhere else, plus you’ll continue 
to get in-depth coverage of major subjects. 
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Stuart Gillard no 


mly direi 


ts the film, but scripted it as 

script being butchered by the director. The script report¬ 
edly features time-travel elements. New Line Cinema will 
distribute,for an Easter 1993 premiere. 

Turtles co-creator Kevin Eastman has signed a very 
lucrative contract with Limelight Productions. He will 
develop movie and TV projects there for the next five 
years. He brings with him 10 TV and two theatrical pro¬ 
jects he’s developed at Tundra Publishing. One can be rea¬ 
sonably certain none of them are Bratpack or Taboo. 


Yates, from a script by W.D. Richter, for New Line Cinema 
for release late this year or 1993. 

Besides the above films, here’s the latest update on 
Stephen King films: The Talisman, a King/Peter Straub 
story is being written by Richard LaGravenese for pro¬ 
ducer Steven Spielberg, The Mangier from producer 
Gimel Everett (who just brought us The Lawnmower 
Man), Needful Things, produced by Rob Reiner, directed 
by Peter Yates, and scripted by Larry Cohen and W.D. 
Richter, and Thinner, scripted by Michael McDowell for 
Tom Holland to direct (Holland’s polishing the script) 

live-action version of another car- “ttmmq TEENAGER ...will UiU 

TOsSwX^Tfil^nTec tUU to. **e+Jtlc+. A 

low budget hero Toxfc Avenger ^ t *fG’'*** > '*' ** DR. QIQGLES ILoM/4 

For those not in the know, ••••••••••••••••••••••••••! 

Christopher Walken’s character in Batman Returns, Max 
Schreck, is named after the actor who played Nosferatu in 

the classic vampire film. Hutton, is still languismng ion a sneit dueronnancia^^ 

Wesley Strick isn’t too happy these days. Though he troubles. Laurel also owns the rights to The Langoliers 

appealed to get co-writing credit on Batman Returns, the (from Four Past Midnight), and may make it for a cable 

Writer’s Guild gave sole credit to Daniel Waters. Strick, audience, as well as The NightFlier (on hold), Creepshow 


who made major changes in the Penguin storyline, 
squawked, but there was nothing he could do. 

John Carpenter and his writer wife Sandy King are 
putting things into motion at Universal for their remake 
of the 1954 Creature from the Black Lagoon. 

Paramount has begun work on the script for an Addams 
Family sequel. Some cast members of the first film have 
expressed doubt that they’d appear in a second film. 

In vampire news, David Geffen has asked Anne Rice to 
write her own adaptation of Interview With A Vampire, 

Another famous vampire, Barnabas Collins, may make 
it to the big screen soon. New Line is planning a Dark 
Shadows feature film which creator Dan Curtis would 

Dark Horse is co-producing a horror film called Dr. 
Giggles, which is raising a little Hell while it films here in 
Portland, Oregon. Neighbors are strenuously objecting to 
the 9:30-to-dawn filming which utilizes kleig lights and to 
over 80 crew members next door to trying-to-sleep house¬ 
holds. As if the lights and motor noise weren’t bad 
enough, neighbors say that screaming teenagers, Dr. Gig¬ 
gles’ prey, will bother their sleep, not to mention a 
planned fireball explosion as Dr. Giggles’ house blows up. 
Dark Horse had no comment when a local newspaper 
columnist talked about the film. 


3 (they’re searching for animators to animate the film), 
and Tales From The Darkside The Movie 2 (on indefinite 
hold). Remember that ABC-TV has both The Stand and 
Tommy Knockers on their schedule. 

Bernard Rose’s CandyMan, based on a Clive Barker 
short story, stars Virginia Madsen as a grad student who 
unintentionally revives the ghost of the CandyMan, a 
Chicago serial killer. Tony Todd also stars, in the $8 mil¬ 
lion picture from Manifesto Films. 

B-Man is an in-production film about a group of 
ethics researchers (what?) turned super-heroes. It’s from 
Coho-Signal Communications, and will be directed by 
company president Tony Hubner and Bill Kirksey. Tim 
Kirkpatrick plays B-Man/Brent Bentley, with his youthful 
Black partner Bluebird/Robert Bamswaliow, played by 
Robert Alexander. Jacinto Riddick is Robert’s brother, 
Buster, while Janifer Dumas plays the nasty villainess, 
Karen Kravin Koward, head of a leveraged buy-out firm. 

B-Man started as a spoof on a certain popular super¬ 
hero, but soon became an original social satire/comedy. 
According to a company spokesperson, B-Man is “post¬ 
modern superheroes waging a war against assholeness, 
greed, and self-centered 80's things.” Expecting to be fin¬ 
ished with the film by the end of summer, the company is 
looking for major theatrical release. 

I’ve now confirmed that Damon Wayans directs and 
co-stars with brother Keenan Ivory Wayans in a super- 


Phantom of the Opera, has exited again over “creative dif¬ 
ferences” with Andrew Lloyd Webber. Schumacher left 
the project once; Franco Zeffirelli took over and left also, 

Anthony Edwards and Terminator 2'& Eddie Furlong 
headline the cast of Pet Sematary II, directed in Georgia 
by Mary Lambert for an August release. The second film is 
based on elements from Stephen King’s book, but not on 
the story itself. Ditto for the already-completed Children 
of the Com II from Dimension and Miramax. 

Another Stephen King film, Needful Things, is almost 
set to go before the cameras. It will be directed by Peter 


hero parody film Blankman, filming later this year. Per¬ 
haps they’ll co-star brother Marlon Wayans as the 
little-sidekick-that-couldn’t, in a nod to his losing the role 
of Robin in Batman Returns. 

20th Century Fox is wooing Andrew Lloyd Webber to 
create an animated Dr. Seuss musical film. They would 
co-produce with Lightmotive, who own the film rights to 
all of Seuss’s material. Fox is also distributing Beyond The 
Yellow Dragons (formerly called Once Upon A Forest), 
another animated musical from David Kirschner and 
Hanna-Barbera, due in 1993. 

Hanna-Barbera and 20th Century Fox are next collab- 
i orating on a $27 million animated film called 
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Robin Williams will be the voice of Aladdin in Disney's 


Fall. Among Williams' other possible roles is the lead in a 
live-action Dudley DoRight film. Aladdin will feature an 
entirely computer-generated character (a first for Disney), 
the flying carpet. Another Disney film about lost toys is 
being produced entirely on computer by Pbcar, and is due 
out in late 1994. 

The animated version of Cats, to have been produced 
by Stephen Spielberg, has been killed. 

Universal is preparing an animated musical film about 
dinosaurs, called We’re Back. Expect a brontosaurus or 
two in your neighborhood soon. Steven Spielberg is pro¬ 
ducing this 1993 film. 

Don Bluth has begun work on The Pebble and the 
Penguin, an animated film he’s working on in Ireland. Tim 
Curry, June Foray, and Martin Short are among the voices. 

Bill Kroyer, who made Femgully, is working with 
action producer Joel Silver on an animated action film 
called Arrow. The Warner pic is described as a hard-boiled 


John Landis will direct Sinbad, a feature-length ani¬ 
mated film from first-time producer Michael Franck. 

Nelvana will be producing an untitled animated film 
with director Tim Burton in the next eighteen months, as 
well as a big-screen adaptation of A1 Capp’s detective 
spoof, Fearless Fosdick. 

The eagerly-awaited Edgar Rice Burroughs film, The 
Princess of Mars, may have to wait a bit longer. Director 

problems he faced with Disney on Medicine Man. 

Once Upon A Time in the Universe is the title of a big- 
budget new science fiction thriller that Paramount is 
developing. Written by Scott Roberts, it will be co-pro- 
duced by Robert Watts. 

Stacy Haiduk fans can look for her in a film called 


Crazy Joe, now filming in Los Angeles. It’s directed by 
Nathan Christian from a script by ex-Spider-Man writer 
Joseph Goldman and Bert Sheekman. Maybe now she can 
renew her romance with ex-Superboy John Haymes New¬ 
ton, who’s starring as a kickboxing ex-cop in Desert 
Hawk: American KungFu for 21st Century, directed by 
Isaac Florentine. Both films are produced by Menahem 

A third remake of Invasion of the Body-Snatchers is 
on its way, directed by Abel Ferrara, and written by comic 
fan Stuart Gordon. Cast members include Meg Tilly and a 
bunch of people I’ve never heard of, including Gabrielle 
Anwar, Terry Kinney, and Billy Wirth. 

More genre sequels are in the offing. Look for War- 
lock II (possibly with Julian Sands), Frogtown II (vs. the 
Flying Texas Rocket Rangers), and Amityville 1992 (sub¬ 
titled “It’s About Time”. For what? Another tired retread 
of a crappy ghost story?). 

Still on the remake trail is a new version of Forbidden 
Planet (now a comic series from Innovation), planned as a 
$35 million film from Republic Pictures International. 

Michael Caine will star as Scrooge in AMuppet 
Christmas Carol, which was to begin filming this summer 
in London. Disney will release the Brian Henson-helmed 
picture (when else?) at Christmas. 

Warner Brothers is trying to buy the rights to Wild, 
Wild West from CBS, to make a big-budget feature film. 
The project is reportedly set for Mel Gibson to star as 
James T. West, under the direction of Superman's 
Richard Donner and screenwriter Shane Black. A new TV 
series spin-off is also in negotiations. 

Isaac Asimov’s famous Foundation trilogy has been 
acquired by Tri-Star. A film trilogy is planned, to be pro¬ 
duced by Chuck Roven and Bob Cavello. The second 
Foundation book trilogy (including the soon-to-be-pub¬ 
lished Forward The Foundation) are not optioned, but 

Bob Hoskins won the coveted role (NOTI) of the 
dumpy Mario Brother in Tri-Star’s new live-action Super 
Mario Brothers feature film. Rocky Morton and Annabel 
Jankel are directing (they need two directors?) from a 
script by Barry Morrow, based on the Nintendo game. 
Danny DeVito was up for the role, but he apparently went 


Believe it or not, Hollywood’s whispering about the 
possible new star of the live-action G.I. Joe, now on 
Warner’s slate of product. Sylvester Stallone is said to be 
interested. 1 guess he’s trying to escape that typecasting 
thing. A live-action G.I. Joe TV series is in development as 



The Last Action Hero is Columbia's newest movie, written 
by Shane Black. Lawrence Kasdan looks likely to direct 
this one. Schwarzenegger’s definitely not doing Spider- 


Arnie would play a pregnant man), and a 
comedy/tragedy called Time Flies. 

Jim Henson Productions and Francis Ford Coppolla 
will join together to produce a live-action Pinocchio film 
for Warner Brothers. Frank Galati will adapt his script 


from Carlo Collodi’s original book. 

In an interview on ABC’s Good Morning America, 
George Lucas talked about the next trilogy of Star Wars 
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ecupso On the whole, the only people 

who remember Eclipso are the older comics fans 
who recall his adventures from the 1960s. He's made 
a few appearances over the years, but this year he’s 
graduating to the big time. He’s the primary threat 
in this summer’s DC Annual crossover, Edipso: The 
Darkness Within. 

“That’s one of his appeals—because he is rela¬ 
tively obscure, it gives us the opportunity to build 
■r rebuild him, into a character that’s right for 
the ’90s,” says editor Michael Eury. “If we were to do 
re traditional Eclipso stories, they probably 
uldn’t last very long. But we’re starting with a 
character that has some recognizability with the 
older fans—and that always helps.” 

“Basically we get to have our cake and eat it too,” 
5 notes. “We got to re-create Eclipso, but not ignore 
all those stories. They all ‘happened’—we even have a 
:w flashbacks to those Alex Toth stories. It’s very 
ard to make a major villain out of a guy who used to 
face in fear when you held up a camera with a 
flashbulb at him. In fact, he’d probably eat the cam- 
id spit out the pieces.’’ 

ow he’s a major villain,” Eury continues. “He 
could probably kick Darkseid’s butt We’ll probably 
ention this, but in our backstory we establish 
that he is on par with Darkseid, and on occasion 
Darkseid will drop in on Eclipso’s castle on the 
nd they play chess together. Darkseid is 
about the only creature that Eclipso would consider 
worthy of his time. Everybody else is just a flea." 
Eclipso has had many different things said about 
m in various stories. For a while he was supposed to 
a Lord of Chaos; he was in Starman recently. 

Which is the truth? “Basically, Eclipso has purposely 
misled people for years, “ Eury explains. “He did hang 
out with the Lords of Chaos for a while, but he’s prob- 
combined.” 

Eury says the Starman appearance and plans for 
crossover pretty much happened concurrently, 
will do things in the crossover that will refer to 
is involved," he points 
’s a major player in the crossover. Just ‘cause 
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eeupso: 


pic, or as it’s called in the crossover, "Eclipso" people. 
“Remember that black diamond that Eclipso shoots 
his eyebeams with? Well, we find out in the prologue 
of the first bookend issue that he was trapped because 
the diamonds were fused into one giant gem, called 
the Heart of Darkness,” Eury explains. 'There’s this 
mythical story about the Heart of Darkness, that any¬ 
one who owns the diamond will turn bad. But then 
someone else comes along and says no, it just 
brings out the badness inside of you...‘The Darkness 
within.' Basically an explorer finds the giant dia¬ 
mond and has it cut up. And once it’s cut up, the 
magic around it changes. Once it’s cut into a thou¬ 
sand pieces, Eclipso is free to appear, using the dia¬ 
monds as a conduit. Also, they become pretty much 
indestructible. I doubt Superman could crush on 

“It* lldt, tlLtAL M£ /wi- 
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' “Eclipso’s after the strongest super¬ 

heroes. He wants to do with them whatever he 
will: He could use them as his army, he could 
just possess them and get them out of the 
way. In each annual, the heroes are manipu¬ 
lated, either by people or the situation, to 
become angry. Anger, rage, vengeance—these 
emotions are invitations for Eclipso to 
take you over. So if you have a black 
Eclipso diamond, it’s night, and you 
get angry— you’re gone. Eclipso 
becomes the dominant personality, so 
if a thousand people have been taken 
over, they all have a group mind. By 
the end of the annuals, most of our 
most powerful heroes have been taken 
over, so they’ve got their own powers, 
and Eclipso’s. And the host body’s per¬ 
sonality is com-pletely submerged, 
there’s nothing there to fight." 

The Darkness 





hard right now to make sure they ship on time." 
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(At least one character will die in E:TDW, and a few 
will be really worse for the wear.) “That’s the one 
bad thing of the final punch of the last bookend,” 
Eury admits, “We have a monthly series debuting 
two weeks after the final issue. Obviously, he ain’t 
dead. However there’s a resolution in that final issue 
that will keep everybody satisfied. Everybody, except 
for two characters (Bruce Gordon and one other), 
thinks Eclipso is dead.” 

As Eury notes, debuting after the end of the 
crossover is a new monthly book featuring Eclipso 
himself. Plots will be by Keith Giffen, Robert Loren 
Fleming will handle the dialogue, and art will be by 
Bart Sears and Randy Elliott. 

“With the Eclipso monthly, we shift our slant 
from superheroes to horror," Eury says. “It’s still 
well within the DC universe. We’re trying to do a 
book that will appeal to the readers of both Super¬ 
man and Sandman. It’s got that dark nature, but 
we’re placing it well within the DC universe. The 
first few issues place Eclipso in South America deal¬ 
ing with drug kingpins. Eclipso has plans to do stuff 
all over the world—he’s just not going to stop until 
the world is his. 

"One thing that’s interesting about the Eclipso 
book is that we're doing a monthly book starrring a 
villain. That’s almost never been done. DC did The 
Joker in the 1970s, Marvel had Super-Villain Team- 
Up, but really there’s never been a time where we 
just gave a super-villain a book and let him go off. 
Eclipso is ‘the star’ of his own monthly book, but 1 


Eclipso's Dracula. Edipso’spowers are light based— 
that’s his only weakness. Remember all those stories 
where he only came out during an eclipse? Uh-uh. 
He just has to wait for the sun to go away. He’s very 
much like a vampire. But when there is an eclipse, 
which is what he’s trying to arrange in the final 
bookend., his powers are even greater. If he can 
pitch the world into darkness, no one can ever 
dream of stopping him. 

“The monthly is going to be a more personal 
book. Occasionally there will be guest stars—we’re 
talking about the Challengers of the Unknown mak¬ 
ing an appearance, Amanda Waller will be joining 
the cast for a short time.’’ 

So does this mean that Eclipso and Bruce Gor¬ 
don will become separate beings in the near future? 
“Well, all this time, Eclipso has led us to believe all 
this time that he is Gordon’s dark side,” Eury says. 
“He’s not: Eclipso is Eclipso. There’s a scene in the 
first crossover issue where Gordon turns almost 
white, and says, ‘Everything I’ve believed for all 

Vlfat 4 oaX tduM Xi, £cllf*u>, to. 
tdo dtAO&CJ Eury puts it succinctly: “Keith Gif¬ 
fen has remarked that in every other crossover, the 
heroes join together to fight some event, gods fight¬ 
ing, Earths merging, whatever. But this time, Eclip¬ 
so has possessed them, he’s manipulated them, he’s 
thrown them around like toys. They're in his castle 
and they can’t fight him there — he’s just too power¬ 
ful for them in his domain. And they turn tail and 
ruh. He’s got them running all over the place. This 
is the first time where we’ve got a crossover where 
the heroes are literally running for their lives." ■ 
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Always wanted to see Wolverine VS. Archangel, or 
how about x-Factor vs. x-Force? Well, the only way I 
you’re going to see your favorite Marve# characters butt J 
heads is in their much-hyped crossover series, or where & 

j 

the Mutants are concerned, x-overs. 



Mutants," and spotlighted current 
X-Factor nemesis Mr. Sinister, and f 

his team of mutant-killing Marauders. | 
The storyline decimated the sewer- | 

dwelling Morlocks and completely | 

revamped the X-Men team. j 

Nightcrawler and Kitty Pryde left the ^ 








“X-TINCTION 





for the “death” of the entire New 
Mutants team, and their transforma¬ 
tion and re-birth in the pages of X- 
Force. Cameron Hodge, the man 
largely responsible for the creation of 
Archangel, also returned for this 
series. Now, thanks to the demonic 
powers of Nastirh, the demon lord of 
the “Inferno” series, Hodge was an 
immortal, with an enormous mechan¬ 
ical scorpion-like body which he used 
to try to bring about the end of the X- 
Men. Hodge seemingly met his maker 
at the end of the series. 

T his brings us to the Fall of 
1992, and the biggest and 
boldest mutant crossover 
yet. Entitled “The X-Ecu- 
tioner's Song,” the series touches all 
four mutant titles, and is kicked off by 
the two-issue Cable mini-series 
“Highlord," with deals with Cable 
quitting as leader of X-Force and his 
relationship with Stryfe, as well as 
revealing Stryfe’s plans for human 
and mutant-kind. The first chapter 
that actually bears an “X-Ecutioner’s 
Song” logo is Uncanny X-Men #294, 
a shocker of a story. Prof. Xavier is 
shot in the head with a techno-virus 
bullet while attending an amnesty 

be none other than Cable himself! To 
add more bad news to the hole in the 
good professor’s head, Scott Sum¬ 
mers and Jean Grey are kidnapped by 


the Horsemen of Apocalypse, sending 

looking for any dues. Wondering 
why most instead of alii For starters, 
the government-sponsored mutant 
team, X-Factor, is ordered to bring in 
X-Force because of their connection 
to Cable, and without Cable’s leader¬ 
ship, X-Force is overpowered and 
arrested by X-Factor. X-Men and 
Uncanny team members Wolverine 
and Bishop team up to hunt down 
Cable, and won’t let anything stand 
in their way. The Mutant Liberation 
Front, the terrorist organization led 
by Stryfe, will finally be destroyed 
during the course of the story, and 
readers will finally begin to under¬ 
stand who Stryfe is, why he looks 
exactly like Cable, and what his 
motives are. To further generate pop¬ 
ularity for the 12-part series, Marvel £ 
has worked out a deal with Skybox 1 
International, the producers of the s 
incredibly popular Marvel, DC and X- 1 
Men trading cards to produce an all- J 
new 12-card set exclusively for the d 

“X-Ecutioner's Song-series,” which j 

will come polybagged-one per issue | 
for the duration of the series. % 

In far-reaching effects, Marvel 
promises that the repercussions of the 1 
“X-Ecutioner’s Song” will be felt far in | 
the future, so if you’re an X-Fan, or | 
even if you're not and you just want a | 
cool story, check out ‘The X-Ecu- J 
tioner’s Song,” on sale this month. ■ \ 







ressed for time as he struggled 
m B to meet his deadline for the lat- 
est issue oiX-Men, Art Thibert 
1 (pronounced “Tee-BEAR") 
allowed Wizard to intrude long enough to 
explore his past and current projects, as 
well as his prospects for the future. 







WIZARD: Interviewing artists, I've come 
across two different approaches: Some artists talk 
about looking at each page as a total structure; 
others think the important thing is to make each 
individual panel work, without worrying about the 
structure of the page as a whole. I'm trying to find 
out where in that spectrum you tend to fell. 

THIBERT: It’s probably somewhere in 
the middle. 

Let me see if I understand what you’re saying: 
Some people have big panels with the other ele¬ 
ments around it? 

WIZARD: That’s one part of it It doesn’t 
have to be that way precisely...but some work that 
way, others think in terms of what's needed to tell 


the story. 


THIBERT : I try to get the big panels in 
and the big action—but, at the same time, not sac¬ 
rifice the story content. That’s still the most 
important part If big panels get in the way of story 
content, then I stay away from them. I wouldn’t 
use a big panel if I thought it compromised the 
story in any way. 

So, I’d say I’m in the middle...or I’d like to think 
I am, anyway. [Laughter] Some people may say, 
“Oh, he’s a big-panel guy,” but I think I stay within 
the story confines and I try to favor the story as 
opposed to the design. 

WIZARD: What are your current projects? 

THIBERT:: Right now, I’m finishing up 


X-Men #13, which I’m penciling and inking. All 
the X-books are on an amazingly tight deadline. I 
started off with #12, which went pretty well, but 
it’s starting to get tight with #13. Most of it comes 
like two to three weeks after I turn in the inked 
pages — that should give you an idea of how tight 
we’re working here! My hat’s off to Bob Harras for 
getting these books out every month. 

WIZARD: I’m sure he’d love to get back 
to something resembling a normal schedule. 

THIBERT :That’s what he’s trying to do 
now; he’s got people like me as the buffer between 
Jim Lee’s final issues and the beginning of Andy 
Hubert's stint. 

WIZARD: So he has Andy working on 
what comes after you right now... 

THISERT: Putting him on a more nor¬ 
mal two-month lead time. 

WIZARD: How does it feel to come onto a 
title like X-Men, even briefly, following a popular 
stint by—first of all—a buddy, and the person who 
was one of the big drawing cards for the book? 

THIBERT: Initially, I was scared to 
death. Not only because it’s a big book and a lot of 
the people in the industry and the fans look at it, 
but because I hadn’t picked up a pencil in three 
years. I had done pin-ups and stuff here and there, 
but I didn’t have a monthly assignment, so this was 
a big bang for me. In addition, I wasn’t just coming 
in as a penciler, but I was penciling and inking. 1 
had a kind of stage fright for the first two weeks or 
so, but once I got over that, and seeing what I was 
doing, I realized it would stand on its own. 

WIZARD: Your work is showing up in 
lots of places— X-Men, covers for DC's Superman 
titles—these days, in the comic-book industry, 
that’s gotten to be unusual. The business has almost 
seen a return to the days of the 1960s, when each of 
the major companies had its own stable of talent. 

Do you see it as just not wanting to tie yourself 

THIBERT: I’ve never pledged my alle¬ 
giance to a company, but to a person or an edi¬ 
tor—someone I liked or felt comfortable with. 

Mike .Carlin, the Superman editor, is a person I've 
always looked up to, and he did a lot for me in my 
early career. That's why I agreed to stay on the 
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Superman books, even if it’s only covers. I really 
like Bob Harras; I think he does a tremendous job. 

I really like Jonathan Peterson at DC, with whom 
I’ve had a long-lasting relationship—even though 
I’ve never had anything come out from his office. 
That’s why I’m doing Nightwing for him, coming 
out in December. 

WIZARD: As long as you brought it up, is 
Nightwing still in process? 

THIBERT: It’s still in process, now; 
after I finish X-Men #13, then Pamela Winesetta, 
who is co-writing with me, and I will be starting on 
it full time. We already have the basic plot break¬ 
down done for the four issues; next I’ll start pencil¬ 
ing, then we’ll start scripting together. 

WIZARD: This is your first real writing 
assignment? 

THIBERT: Yeah — I get back into pencil- 
ing-and somebody I’m writing, too! 

WIZARD: Depends on how good you 
think you are. 

THIBERT: We'll see. 

WIZARD: You’re tying into a line of 
books that have always been viewed as pretty 
writer-driven. Marv Wolfman has been the moti¬ 
vating force on the Titans material for so long. 

THIBERT: He still is. At the beginning, 

I was a little skeptical, because what Pam and I 
were proposing was a plan to really shake up the 
character of Nightwing. At one point, I went out to 
lunch with Marv, to get his OK and his blessing. 

He was all for it; he was really excited about it. I 
hope we live up to the tradition. 

WIZARD: What draws you to Nightwing? 

THIBERT: It was a major challenge. 
Jonathan said he had an idea to launch his whole 
Titans invasion, and asked if I’d be interested in 
Nightwing. I said I’d get back to him, because I had 
to figure out if I had any affection for him and 
what I could bring to him. As I talked to Pam 
about it, we started coming up with ideas; it was 
amazing how we started going nuts with plans for 
a character I thought I had no thoughts about. So I 
told Jonathan I’d do it if Pam and I could write it. 

He wasn’t sure and asked us to send in a sample 
script and he thought it was great. It was official 








Mutants: In the Marvel Uni¬ 
verse, they are a symbol, a stand-in, for 
all the social outcasts of the 
“real world.” Blacks, Hispanics, gays, 
teenagers—-name your oppressed 
minority and the mutants fit the 
bill. And for nearly 30 years, the 
X-Men have been the costumed 

defenders of mutants and man¬ 
kind’s protectors from the 
mutants who would attempt to 
use their special abilities to con¬ 
trol their “normal” brethren. 



hood of Evil Mutants (who joined the master of 
magnetism in X-Men #4). The idea that mankind 
would hate and distrust “Homo superior” would not 
come up until #8 ...and not become a dominant 

mutant-hunting giant robots, the Sentinels, in #14. 

By that time, Kirby had passed on the penciling 
reins to Werner Roth (working originally under the 
pseudonym “Jay Gavin”). Roth had a background in 
romance comics and brought a very naturalistic 
touch to the characters—certainly Jean Grey never 
looked more lovely than in Roth’s hands and he 
turned Warren Worthington into a soap-opera hero 
prototype, A few issues later, Lee surrendered the 
writing chores to Roy Thomas; the Thomas/Roth 
team would be the original X-Men's most consistent 
creators, staying together through #35—a two-year 
run, with just a few fill-ins along the way. 

As an old time X-Men fan, this is my favorite 
period of the old series, filled with odd-ball villains 
and the team’s first major “epic,” the ten-issue con¬ 
spiracy of Factor Three,. Unfortunately, it ended 
with a round-robin of artists and what may have 
been the series’ biggest mistakes—dropping the 
team’s uniforms for a set of costumes that elimi¬ 
nated the X-Men’s distinctive appearance, and the 
apparent death of Professor X. Shortly after, the 
team "broke up” for an aborted series of solo and 


duo adventures, before reuniting in a story by 
Arnold Drake with art from then fan-favorite Jim 
Steranko. The fans' hopes for a revival of the sag¬ 
ging X-fortunes were dashed when Steranko left 

The best was yet to come: In 

the midst of a plot that introduced Cyclops’ brother 
Alex and the villain called the Living Pharoah/ 
Monolith, Neal Adams came in to join returning 
scripter Roy Thomas; they delivered nine issues of 
solid comics wonder (#56 through #65). It wasn’t 
enough, though. After one more fill-in, the first run 

reprint soon after. 

But the mutants were not be be forgottren. They 
quickly began making guest appearances in Amaz¬ 
ing Spider-Man, Marvel Team-Up, Avengers, and 
Captain America. The Beast even got his own series 
in the pages of Amazing Adventures, beginning with 

version we know today. In time, the characters’ 
popularity proved too much to ignore and a new 

The first appearance of the new “international” 
version of the students of Professor Xavier’s School 
for Gifted Youngsters was in Giant-Sized X-Men #1. 
Nightcrawler, Storm, Wolverine, Banshee, Colossus 
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and Thunderbird—led by Cyclops—rescue the origi¬ 
nals (including Alex “Havok” Summers and Lorna 
"Polaris” Dane) from a living island. A few months 
later, they returned in X-Men #94—there had been 
some 28 issues of reprints. With Thunderbird’s 
death, the team settled in for a long period of adven¬ 
tures, first in the hands of Chris Claremont and Dave 
Cockrum, then with Claremont and John Byrne. For 
many fans, this is the golden age of the second X- 
Men team, including the renowned “Dark Phoenix” 
saga, in which Jean Grey returns to the team only to 
sacrifice herself. Among the other important ele¬ 
ments in the Claremont/Byme run are the introduc¬ 
tion of Professor Xavier’s alien love, Lilandra of the 
Shi’ar, the space-going Starjammers, the addition of 
Kitty Pryde, the first meetings with Alpha Flight, and 
the return of a rejuvenated Magneto. 

The months following Byrne’s departure 
brought a new look at Magneto's motivations, a look 
that would eventually bring about his temporary 
reformation, Scott’s marriage to Madelyne Pryor, 
and a new emphasis on Wolverine in the storylines. 
The number of X-related miniseries seemed to 
explode, as the mutants became the lynchpin of the 

Eventually, Professor X began training young 
mutants again, in the pages of New Mutants, and 
the original team (including Jean Grey—guess she 


hadn’t died after all) reformed as X-Factor. In the 
events of the massive crossover called “Inferno," all 
the various mutant teams finally met and straight¬ 
ened out their differences. Of course, by this time, 
Kitty and Nightcrawier were in England, with 
Excalibur. (Get your program, can’t tell the players 
without a program!) 

About a year ago, Chris Claremont—after 16 
years as principal chronicler of the X-Men—bowed 
out of the book in an editorial dispute, just as the X- 
Men reunited into a massive team, combining the 
original five with the latest version of the “Uncanny” 
X-Men. The teams split into two series—one contin¬ 
uing the old numbering (now well into the 200s), 
the other beginning a new title, once again called 
simply X-Men...tht first issue of which—thanks to 

tions—sold in the multi-millions. 

Arguably, the X-Men are at the height of their 
popularity today. Can they sustain that popularity, 
in the wake of the departures of Claremont, Lee, and 
“Uncanny” artist Whilce Portacio? (Lee and Portacio 
are among the principals of Image Comics.) Well, 
once before, the mutants headquartered at Xavier’s 
School were counted down and out...and proved all 
the experts wrong. 

Perhaps that is their strongest lesson for the real 
outcasts of society—you can always come back. ■ 
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In the late 1960s, the comic-book industry 
experienced a major influx of new, young, 
creative talent—the first such flood of “new 
blood " to the business since the period 
immediately after World War II. One of the 
most influential of those newcomers was 
Neal Adams, an artist who had already been 
successful in advertising and newspaper 
comic strips (Bat Materson and Ben Casey). 

Settling in at DC Comics, Adams soon became 
the publisher's premier cover artist and then began 
work on a number of characters, setting a tone and 
style—eventually—for the whole company. After a 
first issue by Carmine Infantino, Adams was the 
seminal artist on Deadman in Strange Adventures, 
and he began a long association with Batman in the 
team-up title The Brave and the Bold. A few years 

man into today's familiar figure of the night and 
introduced “relevance” to comics with the cele¬ 
brated (and oft-reprinted) Green LantemlGreen 

He moved on to Marvel Comics where, working 
alongside Roy Thomas, he turned out what are 
arguably the finest versions of both The Avengers 
(in the first of Marvel’s space-spanning epics, the 
Kree-Skrull War) and the original X-Men. 

With the advent of the independent comics pub¬ 
lishers, Adams formed his own company, Continuity 
Comics, producing not only comic books, but adver¬ 


tising work as well. We started the interview with a 
look at Continuity’s current crop of titles. 

First, we want 

to talk about CyberRad, because I’m so proud of the 
work of Peter Stone—who writes it with me—and 
of Richard Bennett—who is, in my opinion, some¬ 
thing of a Jim Lee as far as a discovery is concerned. 
We’ve been tempted to print his stuff in black-and- 
white it’s so good. If we just leave pages around, old 
professionals who come in will see them and just 
drool over them—it’s fantastic inking work. 

On Crazyman, we're passing it around a little 
bit between Tristan Shane and Dan Barry. To add a 
little twist to Barry's work, we have Bennett inking 
over it—so you'll see a very, very different Dan 
Barry. Dan has agreed to do further issues of Crazy- 

And, of course, Crazyman is crazy, which is what 
we like most about the book! [laughter] 

We’ve got Dwayne Turner on Ms. Mystic. Since I 
started this book, I feel very protective of it, and 
Duane is one of the few people I think are worthy of 
working on it. He works for Marvel on Cage, too, 
but around here, we don’t make any comparisons. 
The stuff he does on Ms. Mystic is so superior to his 
Cage stuff, because it’s very open and very dynamic 
and' very wonderful. Cage, from our point of view, is 
kind of crowded and—we won't say it's badly inked, 
but it is a little funky. 
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ily let you hit all of them. People think of Neal 
Adams as someone who, with all the riches garnered 
from Batman and Green Lantem/Green Arrow and 
his other projects at DC and Marvel, made a moun¬ 
tain of money and is dealing it out piece by piece 

it’s not quite that way. 

We also set ourselves up differently from the 
other '‘alternative” publishers. “Alternative" to what 
I don’t know—the Big Two, I guess, rapidly becom¬ 
ing the Big One. Anyway, most of the publishers 
have gone out and gotten financing from people 
outside the industry; we provided our own financing 
because we didn’t want to be controlled by some¬ 
body on the outside telling us what to do and how 



jobs to get the work 
done. That’s really what 
it boils down to, because we would have been way 
ahead of the game if we had a lot of money lying 
around and we could do whatever we wanted. 

There certainly are people out there to do the 
work. Some people think that to get good talent you 
have to pay tremendous amounts of money, and it's 
not really true. In this business, people pretty much 
work for the same standard rates. And people seem to 
be willing to do a good job for me for some reason, so 
we've gotten very talented people to do good work. 

But we haven't been able to finance it all that 


easily, so it’s been much more sporadic than we 
would like it to be. In some ways, we’re making 
more sacrifices now, but it's coming out a bit better. 
In addition, my daughter, Kris, has improved the 
organization of what’s going one. 

You know, when I started publishing, I wasn’t 
necessarily intending to be a publisher—it just sort 
of worked out that way. If my goal was to be a pub¬ 
lisher, to acquire money and to simply make that 
my business, we probably would have done it sooner 
and better. What we did was do it better—and now 


A lot of the things I used to say as a freelancer I 
now have the responsibility of making true; that we 
really want to have a quality line of books, that I 
don't think it’s a good idea to turn out a lot of trash 
and just have a good comic here and there, that it’s 
important to turn out good comic books and that 
every comic book ought to be thought of as a gem of 
a comic. We spend a lot of time finessing each book 
to make it as good as we can, rather than taking a 
hard-nosed attitude and saying, “Let's pump the 


So the quality has gotten in our way as well, to a 

on it and we have a limited amount of money. 

Rather than focusing on the business and saying 
“Well, let’s turn this thing out and spend less money 
on it,” we have focused on other aspects. If the busi¬ 
ness comes first, you end up doing what I have seen 
a lot of other alternative comic-book companies do: 
They turn out a lot of bad comic books and sooner or 
later they go down the tubes. We intend to be in it 
for the long run. By making our standard “quality 
first,” then working toward a schedule—although we 
hurt ourselves in many ways — we’re coming in with 
a good product We feel we did the right thing first. 

Wizard: How would you characterize the 

To give you a rough idea, when I 
got into comic books they were in the stone age. I 
had had a syndicated comic strip and I worked in 
the commercial art field, the illustration field, I was 
out there among the real people. When I came into 
comic books, which I had always wanted to do—and 
the circumstances, which are long and drawn out 
and you don't really want to hear the story—I was 
really thrilled. But I was involved in a medium that 
was locked in 1942 and hadn’t gotten out of that 
time. When I arrived it was as if I had burst upon 
the scene like a visitor from another planet. I knew 


these reproduction techniques, I ur 
od what all the coloring meant, I under¬ 
od that night scenes should be colored 
; night scenes and day scenes like day 
nes! Little things like that. I knew 
re were certain tones to the color 


mixing and matching, that certain con¬ 
cepts started during World War 11 
were no longer necessary, that you 
could do overlays, and drop-in i 
and harnd-colored covers, 
painted covers, all of this stuff 

When I started doing some 
this stuff in comic books, everybody 
thought it was like some revolution and I 
invented it all. The comic-book business is very 
insular, so what I considered normal they can con¬ 
sider revolutionary, I was lost in tine, in effect. 

So 1 did my stuff and 1 planted the seeds. As time 
went by more and more people who were fens of 
mine—and it’s really hard to scratch a good comics 
artist today without finding a Neal Adams fan; I 
don't think it’s arrogant to say that—came into the 
field and started to do things as I did them. They 
learned about reproduction techniques, about all 
the aspects of the business. They even were proud 
that they were comic-book artists! They fought for 
their rights, they fought for their rates. [Laughter] 
What’s happened is that the industry has moved for¬ 
ward to meet me. It’s finally caught up. 

Now I feel very comfortable and I don’t feel I’m 
out of my element and doing “radical” stuff anymore. 
It's taken 25 years, but I feel like now my time is 
really here. Now I can jump back into it and kick ass 
with people that are of such sufficient quality that 1 
no longer feel like I’m taking advantage of them. 

Basically, comic books have moved into the 20th 
century and I'm very happy to be here. 

Wizard: You’re one of the very few people in 
this business who has ever managed to move from 
the creative side to the publishing side. Was there 
anything that surprised you or that was different 
once you moved into the side of the desk? 

I didn’t expect to get criticized 
quite so much [Laughter] It’s very tough to move 
from being the favorite child to being one of the 
ogres of the industry. I share that position with lots 
of other people now, but I consider myself a pretty 
nice guy. And I consider myself tough—tough on 



company an 


[ have things thrown in 
my face like, “well, you 
believe this, that and the 
other thing, so why don’t you 
give the artist 90 percent of the 

keep 10 percent?” And I have to 
constantly back up and say, 'Wait 
a second, I didn’t say that. I said 
t’s unfair for one side to have a 
|un and the other side not to have 
gun, so you have to try to make 
ings equal, so the two sides can 
bargain fairly, “What was wrong with 
the industry was that the creator had 
no position to bargain from. With my 
I some others—not too many—they do 
have a position. I fought to make that happen, but I 
didn’t fight so that the publisher could become the 
downtrodden creature and the creator the superior; 

I fought to make things even. 

Creatively, people say to me, “All your artists 
draw like you.” And I kind of back up and say, Wait 
a second, Mark Beachum draws like me? I don’t 
know, he draws the way he’s always drawn.” 

And the next line is, Well, you’re gathering guys 
around you then and making them draw like you.” 
And 1 constantly respond, “Gee, I don’t think 
Michael Golden draws like me, and I don’t think 
Treavor von Eeden draws like me. What’s going on?” 
What I find is that we go after people who draw 
well; coincidentally, when you gather a lot of people 
who draw well—rather than people who may not 
draw all that well—it tends to look like a certain 
type of comic book: a well-drawn comic book. So all 
the people we have basically draw well, and for some 
reason, people think they all draw like me. 

There are people out there who draw like me, who 
have imitated my style, and who have incidentally 
worked for Continuity. Clarke Hawbaker is an exam¬ 
ple, so is Tom Grindberg—practically a Neal Adams 
clone. But he walked in the door at the right time 
and he had the right stuff, so we hired him. Mike 
Nasser, who is currently doing some work for DC 
and is doing Meagalith for us, started off drawing 
like me. It would be silly for us to turn these people 
away. If Grindberg walked in the door and said, “Gee, 
I'd like work,” we're not going to say, “you draw too 
much like Neal, we can't use you." [Laughter] 

You know, if you’ve been in the batter's box and 
you’re batting very highly, you really set yourself up 
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make decision 


sible and s 
r- self with people who can help 


doing a lot of stuff. 

A lot of people think that I’m doing business all 
the time, that I’m not doing that much creative 
work. Nobody stops for a minute and counts pages 
and covers and discovers that I'm probably doing 
more creative work for Continuity than I’ve ever 
done for anybody else. It's a matter of perception: If 
they don’t see me drawing a title every month, then 
they think, "No, Neal’s not working; Neal’s a busy 


WIZARD: As a comics professional, as a 
person interested in keeping the industry healthy, as 
a publisher, are you at all concerned by the domina¬ 
tion of the business by a single company, as it has 
been for the last several years? 

Am I personally concerned about 
it? I'd have to answer in a couple of ways: 

First, there tends to be an evening out. There is 
a tendency for people to avoid allowing a monopoly 
to take place, so I see a solution in the air. I think 
people are going to have to work hard to create the 


But to define the problem more carefully, it is 
very, very bad for there to be one superpower in 
anything. One of the things that happens is that the 
person or country or company, having attained 
that position, finds itself—no matter that they may 
have started out with all the best ideals and positive 
notions—becoming corrupted from the inside; that 
the things they start to do are wrong, and they 

teople, to take advantage of the power 


thing to be torn down. Part of that is happening 
now, I think the "desertion” of some of these artists 
to these alternative situations is an example of peo¬ 
ple feeling that they’ve gone as far as they can— 
they’re with the biggest company and they're not 
happy. I don’t know if they have a right to feel that 
way, but there's definitely a difficulty with one com¬ 
pany being the most powerful company. 

If you’re asking if I would actively take part in 
trying to even this out, I would simply support those 
who seek to bring an evenness to the situation— 
without actively doing anything against Marvel. I 
think Marvel has a right to exist. I think it is in 
many ways as much the responsibility of the fans as 
it is Marvel's responsibility that they have attained 


You can’t just blame Marvel that they’ve done well. 
I think they may become a victim of their own size. 

Wizard: If you could change any one thing 
in the industry today, something that would mean a 
real difference in the way the business works, what 




in for that ki 


1 think I’m trying to do it 
[Laughter] 1 mean, when things were very bad in 
this industry, I made an effort to do something 
about it. When I realized that neither DC nor Marvel 
would be willing to give up their power over the 
individual creators. I started my own studio. Then I 
financed projected like Howie Chaykin's Cody Star- 
buck, like Bucky O'Hare, like Freakshow by Berni 
Wrightson. I took those projects overseas and I 
attempted—and succeeded in some cases—to sell 
those projects to European publishers, who are not 
in the habit of buying all rights. 

Then I came back to the U.S. with those projects 
and I presented them to Dc or Marvel or whoever, 
and they would indicate they wanted all rights to 
the projects. I would answer, “Gee, I’m sorry, I’ve 
already sold certain rights overseas; I can only sell 
you some rights, not all rights. 

People started to see that there were alterna¬ 
tives, there were different ways to go, that creators 
weren’t stuck working for DC and Marvel. They 
found out it was possible to retain certain rights to 
their work. This began a whole revolution in the 
industry. It’s a quiet little thing I managed to 
accomplish without really breaking any teeth. 

So, is there anything I would change? No—I think 
I’ve changed quite enough. I think I’ve kicked the 
blocks out from under the wheels of the truck and it’s 
running down hill—let's see what happens to it. ■ 
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a side from attempting to prove that a 
comic company can survive, even 
thrive, outside the Big Two, Image has 
another strong message to send. Since the inception 
of comics, the creators of the characters you love 
so much have generally taken the back seat. Way 
back. Instead of prospering from the products of 
their imagination, the artists and writers sometimes 
struggle to make ends meet while the publishers, 
usually big corporations, reap the benefits of 


years plus stint on Amazing, including the intro¬ 
duction of Venom and the “Assassination Plot” sto¬ 
ryline, McFarlane was ready for the next step in his 
career. He quit the Amazing Spider-Man and askec 
Marvel for a project he could write as well as draw. 
Todd expected a new book, something small that a 



creation, maintains 
complete creative control, and holds all financial 
control of the characters. If any of the characters 
are optioned out for movies, TV, cards, T-shirts, 
toys, whatever, the licensees have to deal with the 
creator, ensuring not only that the licensed product 
meets with his or her expectations, but that they 
again reap the financial benefits of such a deal. 

So WO EXACTLY om IHAQEJ The 

question was posed to Rob Liefeld in an interview in 
Wizard #10, and his answer was this,“We all own 
houses in the same neighborhood, but no one owns 
the neighborhood." Essentially, it's a shared banner 
with everyone in charge of their own projects and no 
one person running the whole show. Whether or not 
that’s such a good thing remains to be seen. 

Malibu, another large alternative publisher, 
already had strong ties to the Image creators, and 
when Image needed a publisher and a distributor, 
Malibu fit the bill. So even though Image is an 
imprint of Malibu, Malibu has no editorial or creative 
control over the books. 

low McFariane got his start in the 

comic’s field on Epic Comics Coyote, and moved on 
to work at DC on Infinity Inc., then back to Marvel 
where he really began to pick up fan attention in the 
pages of Incredible Hulk along with scripter Peter 
David. When he picked up the job as regular artist 
on Amazing Spider-Man, he took the first step to 
his current superstar Status. After a successful two 


hottest properties in 
comics. A little over 
•"oMhe* 1 a >’ ear later McFar- 

mage. lane decided to take 

some time off from 
himself to his wife and newborn 
daughter. For almost a year, comic fans had to go 
without their monthly dose of McFarlane juice. 
Eight months later, Todd McFarlane returned, but 
instead of claiming his seat at the helm of a Spider 
title or some other “name” book, Todd became one 
of the founding members of Image, and unleashed 


to the comic book 
world. Spawn’s storyline revolves around A1 Sim¬ 
mons (a.k.a Spawn) who returns to life after striking 
a deal with the devil, so that when he dies a second 
time, the homed dude gets Simmon’s soul, which 
was originally supposed to go elsewhere. Albert 
returns to Earth in search of his wife, but finds 
himself the butt of a cruel joke. The devil has erased 
Spawn’s memories, but not his feelings. So he knows 
he loves this woman, his friends, his life, but now 
finds himself unable to go back to them, making his 
reason to return to this life moot. On top of that, 
Spawn finds that he possesses fantastic new powers 
which enable him to do wondrous feats for good, but 
the more he uses this power, the more it drains his 
life force and the closer he comes to returning to the 
devil. When Spawn debuted in May, it was the best¬ 
selling book that month (outselling th eX-Men, Bat¬ 
man and, yes, even Spider-Man ), and has since gone 
on to be not only the first monthly book from Image, 
but one of the most successful as well. 

Jim Lee started on the long road to success pen¬ 
ciling Alpha Flight, which really helped refine his 
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nate publishers. came when he 

guest-penciled an issue of the Uncarmy X-Men, 

#248. The reaction his stylish pencils drew from the 
fens of the merry mutants was tremendous, and Lee 
returned to do a three-issue storyline through issues 
#256-258, which led to his becoming the regular 
artist on the book as of issue #268. But the biggest 
news was yet to come. Due to the success of the 
Uncarmy X-Men, Marvel decided it was time that the 
team expanded and an all-new mutant book, titled 
simply X-Men, hit the stands in August of 1991. Lee 
left the Uncanny title to come aboard this new 
book, helping it to become the best-selling comic in 
history, selling 8.2 million copies, thanks not only 
to Jim’s art, but to a multiple cover gimmick and an 
incredible sales promotion push. After 11 months 
of being plotter and penciler on the book, Jim broke 
away from Marvel and joined Image, where he plots 
and pencils WildCAT.s: Covert Action Teams. The 
story consists of a team of superhuman characters, 
some alien, some human, some synthetic, who have 
banded together to drive off an alien invasion — one 
in which the aliens are working behind the scenes 
and placing themselves (thanks to some nifty shape 
shifting abilities) deep into high-ranking govern¬ 
mental positions. This creates some pretty heavy 
negative press for the 'C AT.S., as the general public 
and the other Image heroes see them apparently 
killing key public figures, which puts the 'CAT.S at 
odds with the heroes they should call friends! When 
the series debuted in July 1992, it became one of the 
best-selling alternative comics of all time. 


ROg LlEFELP'S first big-time comic came in 
the form of the five-issue Hawk and Dove mini¬ 
series from DC Comics. Though Rob showed a great 
style and really fantastic page designs, he didn't quite 
set the world aflame with his art. His big break came 
in the form of the New Mutants, where he picked up 
the penciling chores and helped turn a floundering 
title into a book so popular and powerful that the 
stories he drew and later plotted are still being felt 
today. However, his style remains controversial in its 
flaunting of traditional pacing, proportion, and per¬ 
spective. He shook the New Mutants team apart and 
pieced it back together, revamping old members and 
introducing all-new characters, such as Shatterstar, 
Feral, and Cable, all of which led to the cancellation 
of the title and its reformation into X-Force, a book 
that sold over 3.5 million copies. (Each issue came 
polybagged with one of five different Impel [Skybox 
International] trading cards). 

With the success he experienced at Marvel, Rob 
decided to expand his influence into the alternative 
market and pioneered Image Comics. His comic 

debut for the new 

five-issue Young¬ 
blood series, which 

exploits of a gov¬ 
ernment- spon¬ 
sored team of 
superheroes that 
fill the roles of the 
F.B.I. and the 
C.I A Not only are they top government operatives, 
they’re also the media’s biggest stars. In our world, 
where movie and sport stars are the biggest darlings 
of the media, picture the kind of press Superman 
would get. Rob has appeared in a Levi’s "Button 
Your Fly" commercial, the Dennis Miller TV Show, 
and has been profiled by People. 

Aside from the three heavy hitters we just 
reviewed from the Image stable, there is a small (yet 
growing) group of creators also working at their 
best to put Image at the top. There’s Punisher and 
Uncanny X-Man artist Whllce Portacio who brings 
Wetworks to Image. The story involves a small mili¬ 
tary unit working for the government that gets a 
new assignment to protect mankind from the super¬ 
natural horrors that stem from the darkest reaches 
of the human mind. Just for trivia's sake, “Wet- 
works" is a C.I A slang term for an assassination. 
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Fresh from his stint on Amazing Spider-Man 
and Spider-Man is Erik Larson, who brings us The 
Savage Dragon. Found stricken with amnesia, 
naked and unconscious, the Dragon was trained to 
become a one-man SWAT team and take back the 
city of Chicago from villianous scum. It’s a good 
thing Erik’s character is endowed with super 
strength and a bulletproof hyde. 

Best known for his work on Uncanny X-Men and 
Wolverine, Marc Silvestri brings his fantastic tal¬ 
ent to Image with Cyberforce, a tale of bionically 
enhanced mutants who rebel against Cyberdata, the 
huge corporation responsible for creating the 
Cyberforce team and other less moralistic individu¬ 
als. Bent on world domination, only Cyberforce 
stands between them and the fruition of their plans. 

Jim Im/Two left Guardians of the Galaxy to 
create Shadowhawk, the ultimate mystery hero. Not 
only is his identity a secret to the rest of the Image 
Universe, it’s a secret to the readers as well. Is Shad¬ 
owhawk Black or White? Hispanic? Is he a hg? Why 
all the secrecy? The modus operandi of the Hawk has 
a lot to do with it Not content with merely handing 
criminals over to the police, the ‘Hawk takes it just a 
few steps further. He sentences them to life impris¬ 
onment within their own bodies by breaking their 
spines, paralyzing them. 

Dale Keow rose to star status virtually 
out of the blue. He broke into mainstream comic 
as the regular artist on the Incredible Hulk after; 
stint on Dragonforce for Ariel Comics. He began 
on Marvel’s Jade Giant in Issue #367 of the series 
and the fans instantly took a liking to his clean, tight 
artwork. Leaving the series right before the 400th 
issue anniversary, Dale made the move to Image and 
is now working on PITT. The story involves a mam¬ 
moth alien assassin, stranded on Earth and 
befriended by a young earth boy named Timmy, who 
attemps to help Pitt fit in with life on earth. 

Rob Liefeld has already begun to branch out his 
ideas in the Image Universe by adding two more 
titles to his Youngblood series. The first, Brigade is 
plotted out by Rob, co-scripted by Rob Liefeld and 
Hank Kanalz and drawn by Marat Mychaels. It 
involves Battlestone, the ex-leader of Youngblood, 
who now heads a new team that is heavily frowned 
upon by the U.S. government. A quick roll call of 
the team: Kayo, Coldsnap, Thermal, Seahawk, Atlas 
and Stasis. The second project Rob has cooking after 


Youngblood is Supreme, the most powerful being in 
the Image Universe, who started his career in the 
early 1900s and, by the end of the ‘40s, decided that 
he had done all that needed to be done here on 
Earth, and headed off to find his destiny in space. 
Now, almost 50 years later, he returns to an Earth he 
can hardly recognize. No longer is he the only high- 
profile hero around, and people don’t treat him like a 
god anymore. There's a whole new crop of heroes on 
the scene like Youngblood, Spawn, and The Savage 
Dragon, all of whom, he feels, take away from his 
fame and deity-like status. That, coupled with his 
overwhelming ego and fantastic powers, make 
Supreme a very dangerous "spoiled brat.” 

Finding a little respect in 



Industries, Supreme will 
take on the mantle of leader to a team known as 
Heavymettle, which consists of Riot,.Skyraker, Deci¬ 
bel, and Menagerie, and will tackle assignments 
inside and outside the law. 

So what does the future hold for Image? If it’s 
anything like their past and present, not only will 
they become one of the industry’s more powerful 
publishers, they’ll also show that the real people 
who create the comics are just as important as the 
characters themselves, and deserve better than 
being thrown to the wayside while their ideas feed 
the bigwigs who care about profit margins and little 
else. Whether you like them or not, Image is a long 
overdue idea that is finally bringing about change 
in a business that is frequently unfair to its most 
important resource: those with imagination. ■ 
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YOU ASKED FOR IT - 
SO HE'S BACK! 

THE REGULAR SERIES 
STARTS HERE! 



COMPUTERISED 
CHAOS REIGNS 
SUPREME IN THIS COSMIC 
4 ISSUE MINI SERIES 











The Showcase Of Future Comic Book Illustrators of America! 



Andrew L- Jones 

Brunswick, ME Age: 20 

All you need to do to enter Wizard's Amazing Art Con¬ 
test is send your artwork with your name, address, 
telephone number and age to: 

Amazing Artists 
Wizard Press 
P.O. Box 648 
Nanuet, NY 10954-0648 

Neon or metallic inks will not print Artwork must not be 
larger than 8" x 111/4". Do not fold, bend or roll artwork- 
mail them flat to avoid damage. All submissions are non- 
returnable and become property of Wizard Press. Employees 
of Valiant Comics are the sole judges of the Gold Eternal 
Warrior contest, and all decisions are final. Good Luck! 


Tim Dalessandro 

Philadelphia, PA 
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Christopher Walton 

Tullahoma, TN Age: 25 
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Dexter Stacey Tan Sandiko Rene Lopez 

Tondo Manila, Philippines Age: 15 Santa Ana, CA 
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Walter Schoenleber 

Burlingame, CA Age: 21 


Virgilio Cadiente 

Honolulu, HI Age: 21 


I 
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Michael Pasquale 

Woodside, NY Age: 14 


Greg Panneitz 

Webster, NY Age: 18 
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Ramon Torrez 

Oxnard, CA Age: 21 


Matthew T. Martin 

Elkhart, IN Age: 17 



Alan D. Hagen Kirk Buckendorf 

Toronto, Ontario, Canada Bullhead City, AZ Age: 18 
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Will the Wizard Comic Watch ever run out of mutant 
comics to spotlight? Nah, we’re just getting started. In fact, 
here's another one now. Back a handful of years ago, before 
she wore the skin-tight outfit (not that we're complaining), 
Psylocke was your average, wholesome young lady with 
purple hair and bionic eyes when she made her American 
comics debut in the pages of The New Mutants. She 
appeared in English comics before that, in Captain Britain, 
but fans tend to view those as sort of outside the Marvel 
universe and lean towards the annual as her “first” 
appearance. The new and improved Psylocke (courtesy of 
The Mandarin in Uncanny X-Men #256) has made a 
tremendous hit with comic fans and shows no signs of 
becoming that second-rate “in the background” type of 
character she was before the Lee/Claremont makeover. 
Giving the She-Hulk and Mary Jane Parker competition for 
the coveted “Hottest Babe in all of Comicdom," and her 
constant exposure (but not total exposure, not that that 
wouldn’t be nice) in the pages of X-Men make her little- 
known and monstrously underrated American debut a 
serious collectors' item that doesn't get weighted down by a 
monster price tag. 
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Hoving Around 

L_ With Brian Cunningham 












RED STAR 












This Month’s Number 



Comic book collectors place a great 
deal of importance on the #1 issues. 
Since it's tricky to determine whether a 
book will succeed, you have to choose 
your comics very carefully and wisely. 


#1 issues have been known to 
appreciate considerably when a series 
becomes very popular. Here we have 
compiled for you all the #1 issues 
shipping for September. Happy Hunting! 



Avalon #1 

Comico 

Batman Adventures #1 
DC Comics 
Boof #1 

Iconographix 
Congorilla #1 
DC Comics 
Dragonfire: 

UFO Wars #1 
Night Wynd 
Eclipso #1 
DC Comics 
Ferret #1 
Malibu 

Green Lantern: 
Ganthet’s Tale #1 
DC Comics 
H.A.R.D. Corps #1 
Valiant 
Herbie #1 
Dark Horse 


Joe Sinn #1 
Gauntlet 
Kato of the 
Green Homet II #1 

Now 

Mask Returns #1 
Dark Horse 
Nightstalkers #1 
Marvel 
Nitron #1 
United 
Oldblood #1 
Parody 
Orion #1 
Dark Horse 
Sewage Dragon #1 
Parody 

Shazam! Archives Vol 1 
DC Comics 
Slapstick #1 

Marvel 


Soviet Super Soldiers #1 
Marvel 

Spider-Man: 2099 #1 

Marvel 

Spitting Image #1 
Eclipse 
Supreme #1 

Timber Wolf #1 
DC Comics 
Ugly Reality #1 
Iconographix 
Valor #1 
DC Comics 
White Trash #1 
Tundra 
X-Men: 

The Animated Series #1 

Marvel 


Yawn #1 











Here's the list for August...the countdown of the top selling titles sold 
as reported by Diamond Comic Distributors, Inc. 


1 Cable #1 

2 WildCAT.s #2 

3 Youngblood #0 

4 X-Men #13 

5 Cyberforce #1 

6 Spawn #4 

7 Youngblood #4 

8 Youngblood #3 

9 Shadowhawk #1 


11 Uncanny X-Men #293 

12 Brigade #2 

13 Darkhold #1 

14 Infinity War #5 

15 Spider-Man #27 

16 Amazing Spider-Man #367 

17 Wolverine #62 

18 Ghost Rider #30 

19 Savage Dragon #3 

20 Spirits of Vengeance #3 

21 Lobo: Infanticide #1 

22 Morbius #2 

23 X-Factor #83 

24 Batman: Sword of Azrael #1 

25 Night Thrasher: Four Control #1 

26 Incredible Hulk #398 

27 Warlock & Infinity Watch #9 

28 Punisher War Zone #8 

29 Robocop vs Terminator #4 

30 Shadow of the Bat #5 

31 Silver Sable #5 

32 Silver Surfer #73 

33 New Warriors #28 

34 Guardians of the Galaxy #29 


35 Star Wars: Dark Empire #5 

36 Eclipso: Darkness Within #2 

37 Punisher #71 

38 Web of Spider-Man #93 

39 Legends Of The Dark Knight #38 

41 Guy Gardner #1 

42 Fantastic Four #369 

43 Spectacular Spider-Man #193 

44 Batman Annual #16 

45 Excalibur#55 

46 Spider-Man: Soul Of The Hunter 

47 Batman #485 

48 Deathlok #16 

49 Dark Horse Comics #1 

50 Nomad #6 

51 Punisher Armory #4 

52 Punisher War Journal #47 

53 Darkstars #1 

54 Wolverine: Evilution 

55 Daredevil #309 

56 Darkhawk #20 

57 Grendel: War Child #1 

58 Doctor Strange #46 

59 Team Titans #2 

60 Detective Comics #652 

61 Detective Comics #650 

62 Detective Comics #651 

63 Blood & Glory #1 (resolicitation) 

64 Quasar #39 

65 Wonder Man #14 

66 Moon Knight #43 

67 Marvel Comics Presents #113 

68 Thor #452 


69 Captain America #408 

70 Marvel Comics Presents #112 

71 Iron Man #285 

72 Avengers #354 

73 Avengers #355 

74 Avengers West Coast #87 

75 Namor The Sub-Mariner #31 

76 Cage #7 

77 What If? #42 

78 Deathstroke the Terminator #15 

79 New Titans #91 

80 Adventures of Superman 
Annual #4 

82 Justice League Europe 
Annual #3 

83 Superman Special #1 

84 Classic Star Wars #1 

85 Alpha Flight #113 

86 Green Lantern #30 

87 Green Lantern #31 

88 Sleepwalker #17 

89 Justice League Europe #43 

90 Tekworld #2 

91 Superman #72 

92 Moon Knight Special #1 

93 Warheads #5 

94 Hells Angels #4 

96 Eternal Warrior #4 

97 Superman: Man of Steel #16 

98 Adventures of Superman #495 

99 Archer & Armstrong #4 

100 Action Comics #682 


Who’* In the TOP 100? GRAPHIC NOVELS & TPBs 


Marvel 
DC Comics 
Image 
Dark Horse 
Valiant 
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New Mutants #87 



Uncanny 
X-Men #201 

Wd'terChMs'claremont 
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* A quick glance at the Top 100 list supplied by Diamond Comic 
Distributors will demonstrate the power ot Image Comics Press. The 
Top Ten prestigious seats, usually held by the luggemaut known as 
Marvel, have been usurped by the boys at Image. Be it Cyberiorce, 
Spawn. Youngblood. WildCA T.s. or Supreme, every title released by 
the mighty I" seems to be made of gold. As tor the skeptics who felt 
that the back issue orders on the titles would be hill, reports indicate 
that not only have the prices increased, but some locations are hav¬ 
ing difficulty keeping the books in stock. Keep a close eye on Image. 

* DC seems confused about its direction. Are they committed to 
producing books for younger kids? The cancellation of Impact seems 
to indicate that they aren't. What about producing more mature-ori- 
ented material? DC's blanching out with titles such as Sandman, 
Doom Patrol, and Shade in the Vertigo imprint seems a step in the 
wrong direction after the Piranha Press mess. How about producing 
good mainstream superhero titles? Really confusing signals here. 
While the 'Total Chaos" series running through the Titans line of 
books is a good idea, a few titles seem to be headed in the pre-Cri- 
sis direction. The Justice League of America!Europe are two good 
examples, as both titles are moving toward the silly storylines that Cri¬ 
sis was supposed to eliminate. Someone better grab the reins and steer 
DC In the right direction (or any direction). 

* Marvel's mutant comics continue to be the strong point of 
comicdom as they dominate the top of the charts and sell briskly 
as back issues too. To further fan the flames of Marvel's mutants, 
the two-issue Cable mini-series and the twelve-part "X-EcutioneTs 
Song" are eagerly anticipated by fans and should prove to be 
tremendous hits. Other hot picks from the Marvel stable include 
the first appearance of Morbius in Amazing Spidey #101, back 
issues of the new Ghost Rider, and just about all the early issues 


of The Fantastic Four. 

ing in the Silver Age comics, with both DC and Marvel expehencing 
big booms. Valiant leads the way on the newer back issue hot list as 
Harbinger, Shadowman, Ra i Magnus. Solar. ArcherS Armstrong, Eter¬ 
nal Warrior. X-O. HARD. Corps, and Unity all continue their con¬ 
sistent climb up the hot charts. 

* A few more titles expehencing hot streaks include John Byrne’s 
Next Men. Punisher War Zone. Shadow of the Bat Eclipso. and early 
appearances of Adam Warlock and Thanos, most notably in the pages 
of Marvel Premiere and Strange Tales. 

* On the Marvel side, the big Silver Age movers include Amaz¬ 
ing Spider-Man anti The Fantastic Four, while DC's main draw is none 
other than everyone's favorite Beetlejuice looks like. Batman. Both his 
regular titles, Batman and Detective Comics lead the.way. As a quick 
side note, a great deal of the lesser-known Marvel titles from the Sil¬ 
ver Age and the early 70s that normally get pushed to the wayside 
have really started to move. Old-bmers like The Delenders, Chamber 
of Darkness, and The Champions have caught the attention of col¬ 
lectors who realize that these issues are not easy to find in mint con¬ 
dition, and they have begun to dry up the market on tides of this sort. 
Other Silver Age comics experiencing a boost in the sales depart¬ 
ment are the Gold Key Dr. Solar. Magnus, and Turok titles, mostly 
because of their red-hot counterparts current^ being published by 
Valiant Owned by Voyager Communications, the relatively new Valiant 
has really come into the limelight after a slow start in the direct mar- 
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102 WIZARD #14 
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172 WIZARD #14 
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JkEY SAY A GI\EAT A^jisj 
puis his souL iNjo his woi\k. 



Obviously we pul a mat deal into tbe new Marvel Masterpieces 
Collector Cards. Jnis limited-edition 100-card series coming 
in October is captivating to say tbe least, five bonus cards with a 
never-before-seen design process plus sealed, numbered boxes (/M2j 
make tbis set one you won't want to miss. 





